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GETTING STARTED 


Hardware Requirements 
386 25Mhz PC or faster with Mouse 
Hard Drive with 5S megabytes available 
Windows 3.1 

VGA graphics 

Supports Sound Blasteram) 





Game Components 
Vampire Manual 


Six Hunter Cards 
One Provisions Card 
Two Diskettes 








Installation 
To allow for easier production and shipping, most of the files on the enclosed 

diskettes are in a compressed data format. Therefore, you cannot simply copy the files 
onto your hard drive. You must use the following installation procedure: 

1) Insert Disk #1: Setup Disk into drive A (or B). 

2) In the Program Manager, choose Run from the File menu. 

3) Type a:setup (or b:setup) and press Enter. 

4) Follow the instructions on the screen. 


Introduction 

Count Dracula is somewhere in London. Use your wits to track down the 
bloodthirsty Vampire and put an end to His evil menace. Beware! The creatures of the 
night will thwart your sacred purpose. Know too that Dracula has the strength of twenty 
men and the cunning of centuries. He will kill any who subvert his unquenchable thirst 
for souls. 

The Count left his own barren land; barren of peoples; to come to a new land 
where life of man teems like a multitude of standing corn. To sustain his Un-Dead 
powers, he brought fifty large crates of his native soil. Only six persons know of the 
Count's evil intentions: 

Van Helsing- renowned metaphysician 

Jonathan Harker- solicitor's clerk 
Mina Harker- schoolmistress 
Dr. Seward- head of a lunatic asylum 
Arthur Holmwood- son of Lord Godalming 
Quincey Morris- a wealthy young Texan. 

Each player assumes the role of one or more vampire hunters. Distribute the enclosed 
hunter cards and read them aloud to the others. If there is less than six players, divide 
the extra hunter cards as you see fit. Note that some hunters, Jonathan and Mina, Arthur 
and Quincey, go together better. 

IMPORTANT: Carefully read the game Prologue before you start the game. 
You may want to have someone read aloud whist the others follow along. 

















Starting DRACULA In London 
The installation procedure will create a Program Manager Group containing the 


DRACULA In London icon (shown below). To start the game, double-click the icon and 
follow the instructions on the screen. pi 


DRACULA In London is very memory intensive. We recommend you reboot 


your machine just before playing it. This will speed up game execution and help prevent 
Out of Memory errors. 


Debugging 


We appreciate your help in tracking down unsightly. bugs in this program. Please 
send a complete description of the error and how it occurred to: 


SDJ Enterprises, Inc. 
1551 Fawn Valley Dr. 
St. Louis, MO 63131 


or call (314) 966-5602. 
PROLOGUE 


Jonathan's Journal- Transalvania: 


It was the dark side of twilight when our train pulled into Bistritz. Count 
Dracula had directed me to go to the Golden Krone Hotel, which | had found, to my 
great delight, to be thoroughly old-fashioned. I was evidently expected, for when I got 
near the door, I faced a cheery-looking elderly woman in the usual peasant dress. She 
bowed and said, "The Herr Englishman?" "Yes," I replied, "Jonathan Harker." 

The next day, just before leaving, the old lady came up to my room and said in a 
very hysterical way:-- "Oh! young Herr, must you go? Do you know where you are 
going and what you are doing?" I tried to comfort her, but without effect. She dried her 
eyes and placed a crucifix around my neck, then said, "For your mother's sake," and went 
out of the room. 

The road was rugged, but still we seemed to fly over it with a fervish haste. 
Beyond the green swelling hills rose mighty slopes of forest up to the lofty steeps of the 
Carpathian Mountains. When it grew dark there seemed to be some excitement amongst 
the passengers which lasted for some time; and at last we saw before us the Borgo Pass. 

Amid a chorus of screams, a cléche, drawn by four coal-black horses, overtook 
us, and drew up beside the coach. With exceeding alacrity my bags were handed out and 
put on the cléche. As I boarded, the driver helped me with a hand which caught my arm 
in a grip of steel; his strength must have been prodigious. Without a word he shook his 
reins, the horses turned, and we swept into the darkness of the pass. 
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The time seemed endless as we swept on our way, now in almost complete 
darkness. Suddenly, I realized the driver was pulling into the courtyard of a vast ruined 
castle, from whose black windows came no ray of light. What sort of place had I come 
to? Was this customary in the life of a solicitor sent out to explain the purchase of a 
London estate to a foreigner? Then there was the sound of rattling chains and the 
clanking of massive bolts and the great door swung back. 

Within, stood a tall old man, clean shaven save for a long white mustache, and 
clad in black from head to foot, without a single speck of color about him. The old man 
motioned me in while saying in excellent English, but with a strange intonation: - 
"Welcome to my house! Enter freely of your own will!" 

After entering, I rejoiced upon seeing a well-lit room in which a table was spread 
for supper, and on whose mighty hearth a great fire of logs flamed and flared. The 
Count's courteous welcome seemed to have dissipated all my doubts and fears. 

Three days later: There is something so strange about this place that I cannot but 
feel uneasy. It may be the Count's all night conversations are telling on me, but I fear I 
am the only living soul within the place. After breakfast I did a little exploring; doors, 
doors everywhere, and all locked and bolted. The castle is a veritable prison, and I am a 
prisoner! I shall try to scale the castle wall. I may find a way from this dreadful place. 
The precipice is steep and high, but at least at its foot a man may sleep- as a man. 


Good-bye Mina! 







Letter: Lucy to Mina 
Thanks, and, thanks, and thanks again for your sweet loler 


My dean, if raver rains bud iL pours. Hon om J, who shall be tuonly in 
Soplomber, and yal I rawr had a proposal until teday, and today J have hac tree 
J ful sory, really and tualy sony, for tu of the poor fellows. Oh, Mina, J am so 
happy that I don't know what lo do wilh myself. 
vane children. Well, my dean, rumber Ona came, just before lunch. Br. Sohn Seward, he 
cant, Je spoke to me, Mina, very sbraighllovandly. Yo told me how dear 3 war to 
him and. whol his Uo would, be with me te fale and chur him. Whim 3 shook my 
head his hand tremblod. 






dnd Mina, J fll sort of a duly to loll him there war someone else. Jhon he 
gol up, and he looked very song and. very grave ar fe took, both my hands and said 
he hapa J wiould be Raipoy, andl thad f wer 3 wanted a hiond J snail counl om Ram 
ws one of my, besl. 

Well, number Jwo- came afler lunch. He is such a nice fellow, 2uincey orris, an 
seems impossible that he has been 16 many places and on se many advenluros. Ite took 
my hand and and said wor wally "Mss ducg, 3 know d ain't good ensugh te 
regulate the ficin's of youn tls shows. ‘Won't you just hitch up alompaide of me and. be 
ur go down Ube lang road logelher, driving in double harmess J replied or lightly a» 
J could that J did nol know anything about hilchin’, amd thal I wasn't broken bo 
havens ob. ofl yok 

Jhon, my dear, befor J could say a word he began pouring oul aw perfect 
lorrent of lovemaking laying hiv very heart and soub ab my fl. J suppose he sou 
somthing in my face that checked, him, Jor he stopped and. said with a manky fren, 


"Fel ma, is there anyone whe thal you car for? And, ip thre i J’ never brouble, you 
again, blll be, f you ull me, a voy fulfil od.” 

lsd him oul sbraighl:~ ‘Yoa, thn is someone 3 tove,though he hax nol told me yol 
that he wor loves me." Than he said. in a hoarly way, Eilll gint, Rank you for your 
swuel honesly le me, and good-bye." He wung my hand, ond taking up his hal, 
vent straight, oul of the. room. 


Cow Youy loving, 
Lucy 


PD. ~ (Oh, about number thro it seemed only a momeml prom Albuns comung Un 
the room lll both his arms were round me, and he was hissing me. J am vow, Ueuy 
happy and 3 must show Bal 3 om nol unpratail fe Yod for all His goodras 


Hood — bye. 4 










Dr. Seward's Diary (Kept in phonograph) 

























EDD tide in appetite today. Cannot Gat, Cannot test, S06 diary 

instead. Since my rebutt yesterday 1 have sort of" enoty~ feeling: 

nothing in the world seems of “sufficient importance to be worth ‘doing. 
aS lL erew Ehat “the cohly cure for this’ sort of "thing was work, I 


went down amongst the patients. I picked out one who has afforded me 
a Study Of Much interest. 
R. M. Renfield - Sanguine temperament; great physical strength; 


morbidly exciteable;” periods of gloom, ending in Some” fixed idea which 
I ‘cannet make out. 


Letter: Mina to Lucy (from Budapest) 
Np chant deep, 
J know you wll bo anaisus la hear all bad has hiygpened since we parted. al the 
vadivay salon al’ Whilby. S can hardly recall anylhing of the paurnuy excypl tha b 
knew 4 woe coming. te budapest o sce fenadhen: J found my dear ene, oh, sa in 
and pale and. weak —loking. Je ts only @ wroch of himsel, and he davsn ¢ remember 
anylhing thal bas bappured tk hin, for a lang line past Ne bas had some lerible shock 
and F fear it might lax hiv poor brain ff he were te typ to wc ve, Soe ts waking! 
When fe aivoke, fo poe re hiss foumal anc satit vey solernnly, “lol mina, 
poe Arou } have had train fever and hak ts le bo mad. She secrl ts fore and J de 
nol want la know th J want te lake Uo dp Va hore, wii our adage. . 
Lod Lye, mp dar. 
Lowe, Sune 
Letter: Arthur Holmwood to Dr. Seward 
f ly dea Jack, | 
J waml you bs de me a favor. Lucy is ill thal iv, she has no 
pecial desware bul she looky awful, and wy gelling wore wey doy. as 


look ab her gives me a pang. Jt will be aw painful task for you, 3 
know, old friend, bub id is for her sake, and J mush nol heailale to ash, 


drothun 


Letter: Dr. Seward to Arthur Holmwood 


My dear old fellow, 


Wath. ceqard to Miss. Westerna'’s. health, in.my .Opinion,. there is 
not any.malady. that. L..know..of. Sone. complains ,of. Gitriculty in 
breathing and of heavy, lethargic sleep with dreams that frighten her. 

Sne says that as a child she used to walk in ner sieep,. and 
that when in Whitby the habit came back and that once she walked out 
into the night. where Miss. Mina. found her.,I am in.doubt, and so I have 
written to my old friend and master, Professor Van Helsing of 
Amsterdam, who knows much about obscure diseases. He is a seemingly 
arbitrary man,but this is because he knows what he is talking about. I 
shall see Miss Lucy tomorrow. 


Yours always, 
Jobo buvard 
Lucy Westerna's Diary- 


Yow good. they all ano ty me. J quite fove thal dear Dr. Van Hebing. 3 
wonder why hes sx ammous about there owen. Ite, posilively, frighlemad me, he war so 
fiance. And, yet he must have boon right, for 3 ful comport prom them abrsady. 
Somehow, 3 do- not dad, being alone tonight. 3 shall nol mind any flapping ouside 
the window. 3 raver thed, garlic bafore, bul tonight dis delightful 


Jour days and nighl of peace. J am gelling so trong again thal J hardly 
know mruypolf. Jonight, Dn. Van Helsing is going away, a he ha» te be im Amsterdam 
for a day. Bul 3 need. nol be wadshed; 3 am well unough, te be lol alone 


Dr. Seward's Diary (Kept in phonograph) 

I drove at once to Lucy's house and arrived early, and seconds 
later I met Van Helsing running Ups the. avenue. When he saw me, he 
gasped out, "How is she? Are we too late? Did you ,not get my 
telegram?" I answered that I had only gotten his telegram early this 
mOormiing, and had not Lost a minute in coming here. 

How shall I describe what we saw? Lucy lay on the bed with face 
White ana Still Nore drawn. The Protessor cried out,., "1t’s 
bate! Cuick! The branayi” 

DMNeVE saw 1h Aaliiimy “Liteiine. Professor imMorkin such deadly 
Garnest. 1 Knéew- 26 ne Knew Chat 20 wes a Eight with death. Then he 
Sspoke,, Me Must Mave .another ttansmision..of. blood, and. soon, ox that 
poor Girl’s Lite wom't be worth an hour's }purchase. 
already; I, am exhausted too." 

"What's the matter with me,’ anyhow?" The ‘voice ‘came -frem ‘the 
S0fa across the Froom and 2€s tones Drought relief and joy to my Heart, 
for they were those of Guincey Morris. 

"What brought you here?" I cried as our hands met. 


‘. #guess Art is the cause,” he replied while 
teleqrar. = 


Wot “Loo 


You are exhausted 


handing me a 
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Have not heard from Seward for three days eandiuwanir berrabiy 
anxious. (Stop) Cannot leave. (Stop) Father in same condition. (Stop) 
Send ime word of how Lucy is. (Stop) 

DO not. delay; Holmwood 

Once againrwe went, through the. ghastly operation. 

When day came, ats searghing tight “showed; vne’ ravages 27: pear 
Lucy's strength. Her open mouth showed the pale gums drawn back from 
the'teeth,: which thus looked poertively slonger- and” sharper than usuark. 
Insthe afternoon; sheycalled)foenvArtcnur ana we telegrapned for him. 

When. Arthur arrived it Was, nearly’six o'clock, .and ‘the sun Was 
setting full and warm, and te +ed  Jight stréamed in through ‘ihe 
window’ and’ "“qave "more color Goethe pale cheeks: When. he saw her, 
Arthur was simply choking with emotion, and none of us could speak. 

I fear’ that ‘tomorrow’ wil end our watching, forthe, ‘shock ‘has 
been toolvgreats *thetpoor childsgannot, sealiy,. Godimieip we ali. 

Just before,.midnight, Vay Helsing, Arthur, Ouincey. and I. crossed 
the low wall of the churchyarg It was a dark night with occasional 
gleams of moonlight: piercing the heavy clouds, Arthur bore himself 
weil. he. -Professor,unlocked €ae door of “the tomb. and the rest of mis 
followed him in. Then, he *#6@rced back the leaden flange of “ine 
coffin. We ‘all looked an and g@acoiled.- The ecotlin. was empty! 

We took up positions outside the tomb and began our lonely 
Wee dls Several hours later, far down the avenue we saw a white clad 
figure “approach clutching something darkiat. its “Breast We advanced 
and heard the’ mufttiied cry” cies cu. ta. There was Lucy, her lips 
crimson with fresh blood. We shuddered with horror as her eyes blazed 
with unholy light. She tossed down the child and with a voluptuous 
smile approached Arthur and satd,;~"Come; my” husbana.” 

Arthur seemed frozen as if in a trance. Van Helsing. intervened 
with a small golden crucifix and the thing recoiled, then ddshed tor 
the tomb. The Professor sealed the tomb with the sacred wafer and 
said, "We do no more until tomorrow. ” : 

The next day, we got to the cemetery at half past ‘one’ “and 
entered the tomb. She seemed like a nightmare of Lucy as_ she lay 
there.....Then Arthur, drove the, stake. deenp.into..itae sheart., .The.thing,iin 
the cOrtin writhed; and a’ hideous, blood  curdling scream came from 
tne “open fea “hips. The body shook and quivered in wild contortions, 
the mouth was smeared with crimson foam. Finals y;omelLay stil) card 
the terrible task was over. The hammer fell from Arthur's hand and he 
would have fallen had we not caught him. 

Then, there lay Lucy as we had seen her in life,‘ with her face 
of unequalled sweetness and purity. 

Afterwards, Van Helsing said, "Now, my iriends, one step of our 
work is done.... but there °Femains) a’ greater Cask? To find out the 
auther of this all our sorrow and to stamp him out?” 





INITIALIZATION FILE 


Default Settings 

The game is shipped with 
the default settings of: More Than 
One Player, Beginner Skill Level, 
PC Speaker sound, and Screen 
Saver Active every 120 seconds. 


Number of Players 
Select according to the 
number of players. 


Skill Level 

Select according to the 
desired difficulty level. As a 
bonus, the Advanced skill level 
earns twice aS many victory points 
as the Beginner skill level. 


Sound Option 

Select according to your computer system. 
Screen Saver: 

We have taken every precaution to see that DRACULA In London works properly 
with your screen saver. However, screen savers use precious memory and may cause 
strange graphical effects while exploring the haunted mansions. If you experience any 
problems, we recommend you deactivate your screen saver. To deactivate the Windows 
3.1 screen saver, go to the Program Manager's Main window and double-click the 
Control Panel. Next, select Desk Top. Then, select (None) under Screen Saver Name. 


OK 


Press OK when you are ready to play the game 


Update 
Press Update to save the current settings. 


Quit 


Press Quit to abort the game and return to Windows. 





Side Pad oi TA 
f VM he peer -pe. 6g 


‘Trace the Count's Cargo 
,Get Equipment. Animals 
Acquire Sacred Weapons 
‘Visit Renfield 

: pest 


Locations 
Museum 


Van Helsing can Acquire Sacred Weapons when he conducts research at the Museum. 
Hotel 


Van Helsing stays alone at the Hotel while in London. 
The Ring 


The Ring is Arthur's home. Quincey stays at the Ring while in London. 
Asylum 


Dr. Seward is head of the lunatic asylum. R.M. Renfield is his most interesting patient. 


Jonathan and Mina stay with Dr. Seward at the asylum while in London. 
Whitby 


Whitby is a small town on the northeast coast of England. 
Haunted Mansions 


Haunted Mansions will appear on the map as they are discovered. 
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Big Bend 


Big Bend displays the current time of day. Each turn is three hours long. There 
are eight turns per day, four during the daylight and four at night. Big Bend displays the 
times of 6:00 A.M., 9:00 A.M., Noon, 3:00 P.M., 6:00 P.M., 9:00 P.M., midnight, and 
3:00 A.M. 


Select Activity 

Each day is divided into eight turns of three hours each. The hunters must select 
one activity per turn. Some activities are allowed only during the day, others only at 
night. 









Most of the activities can only be performed by certain hunters. Only Mina may 
Trace the Count's Cargo. Jonathan is the only hunter allowed to Follow Up On a 
Clue. Only Quincey and Arthur may Investigate News Reports or Get Equipment, 
Animals. Only Van Helsing may Acquire Sacred Weapons. Only Dr. Seward may Visit 
Renfield. 

The hunters may always choose to Rest. They should rest six hours per day to 
avoid tiring and twelve hours to help heal wounded hunters. 

Hunters in critical condition may not perform any activities. 

Activities will appear and disappear from the menu as circumstances warrant. 

To select an activity, point to the activity on the list and double-click it or click it 
once and then click the Select Activity command. Alternatively, you can use standard 
Windows key combinations of the 7AB, up and down cursor and Enter keys. 


Date 


Current date is displayed here. The game starts on October 1 and automatically 
terminates on October 31. Note: The game rarely lasts past the 20th. 


Status 

Use this command to display the hunters' health, location and provisions. You 
can also get descriptions of the provisions. The Status and Utility commands do not cost 
you aturn. That is, it doesn't take three hours to perform like the other activities. 
Utility 
The Utility command does not cost you a turn when you use It. 

: Plot Summary 

Use this command to read the plot summary. 
Minimize 

Use this command to minimize DRACULA itn London. 
You can then run other Windows programs. To return to 
the game, double click the DRACULA In London icon. 
>= About DRACULA 

Use this command to get information about your 
version of DRACULA In London. 
Give Up Search 

Use this command to give up the search for 
| DRACULA and display the final scores. 
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Quit to Windows 
Use this command to give up the search and exit to windows without showing 
the final scores. 
Return to Game 
Press this button to return to playing the game. 


PROVISIONS 

Provisions include sacred weapons, equipment and animals. All hunters, except 
Mina, may carry two provisions. Mina may carry only one. Only Quincey and Arthur 
may Get Equipment, Animals. Only Van Helsing may Acquire Sacred Weapons. 


| HUNTER HEALTH LOCATION 
JORGH aE bed Be Sr Py eis 
Quincey OF The 
© érlbvur aK The: Rarig i 
i. Seward CK. ASYEHHD NON 
are Helsing , Hital STEED St: 
Mina Asylum . None 


R ya 


ig <> are 


tf 
. 
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Large Knife PROVISIONS 
_Alarge knife can destroy the page ne 
_ Count or kill wolves. Unlike Lantern 
| the other provisions. there Medical Bag 

are plenty of knives to go Skeleton Key 
around. - Turpentine 
Rat Terriers 
Horses 


The above screen appears when you Get Equipment, Animals. To get a 
provision, drag and drop it from the Provisions list to a hunter's provision slot. There 
are no keyboard equivalents for the drag and drop. That 1s, you must use a mouse to 
Get Equipment, Animals or Acquire Sacred Weapons. To discard a provision, drag 
and drop it from the hunter's provision slot to the trash can with the label Discard Here. 


Equipment, Animals 
Large knife 
A large knife can destroy the Count or kill wolves. Unlike the other provisions, 
there are plenty of knives to go around. Tl 









Lantern 
A lantern is needed to move through darkened rooms. To use the lantern, the 
hunter possessing it must enter the haunted mansion. If the hunter subsequently leaves 
or gets killed, the remaining hunters still get full use of the lantern. 
Medical Bag 
A medical bag can reduce injuries from attacks and accidents. It will not cause a 
hunter to heal faster. Only Van Helsing or Dr. Seward can select and use the medical 
bag. 
Skeleton Key 
The skeleton key allows Dr. Seward one attempt per haunted mansion to pick a 
lock. Only Dr. Seward can choose the skeleton key. 
Turpentine 
Turpentine 1s deadly to spiders. 
Rat Terriers 
Rat terriers allow all the hunters in the haunted mansion to easily kill rats in 
infested rooms. Only Arthur can choose the rat terriers. If Arthur leaves the haunted 
mansion or gets killed, the rat terriers go with him. 
Horses 
Horses allow the hunters to ride to a second location during a three hour period. 
Only Arthur or Quincey can choose the horses. To use the horses, the hunter possessing 
them must enter the haunted mansion. If the hunter subsequently leaves or gets killed, 
the remaining hunters still get full use of the horses. 























Sacred Weapons 
Crucifix 
Dracula may cower at sight of the crucifix. It can also burn him and repel his 
attacks. Van Helsing has the only crucifix. 
Sacred Wafer 
A sacred wafer is needed to sterilize Dracula's boxes of unholy earth. To sterilize 
them, place the wafer in the box. The wafer also repels vampires. 
Wooden Stake j 
A wooden stake is needed to destroy female vampires. It cannot hurt the Count 
because he's such a light sleeper. 
Garlic 
Garlic repels vampires. 
Wolfsbane 
Wolfsbane repels wolves. 
Holy Water 
Holy water can burn Count Dracula. 
Belladonna 
Belladonna protects all the hunters from getting rabies from rats, bats and 
wolves. It is also effective at neutralizing many types of spider poison. To use the 
belladonna, the hunter possessing it must be present somewhere at the haunted mansion. 
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Room Picture 


Upon entering a haunted mansion, the hunters are automatically lined up just 
inside the front door. They are free to move around the room as described below. 


Hunter Names, Health, Provisions 

All hunters present at the haunted mansion are listed in boxes on the far left of 
the screen. This allows you to quickly scan the screen to determine who carries what 
provisions and how healthy they are. Note, the hunters are listed from the fastest 


moving at the top to the slowest moving at the bottom. This order becomes important 
when there is an evil presence. 





Blinking Hunter 


The hunter at the top of the list (Jonathan in the example above) always starts 
blinking first. The blinking hunter is the only hunter that can move. If you want to make 
another hunter blink, you have several options. You can move the mouse cursor over 
the desired hunter in the room and click, or you can click the desired hunter's box on the 
left side of the screen. You can also use the Next and Last commands as described 
below. 

NEXT and LAST Buttons 

Pressing the NEXT command will cause the next lowest hunter in the list of 
boxes on the left to start blinking. After the bottom hunter, the NEXT command 
switches back to the top of the list. The LAST command is just like NEXT except in 
reverse order. The LAST command disappears during an evil presence. 

Moving in Rooms 


To move the blinking hunter around the room, simply point to area you want him 
(or her) to move to and click. Exception: As stated earlier, clicking on another hunter 
will cause that hunter to start blinking. Another alternative is to use the numeric keypad 
on your keyboard, as shown below. 


Numeric Keypad 
RK 


Imporant: To attack something or pick it up, move directly at the object. 
Entering New Room 
To enter a new room, move the hunter into the doorway. After a few seconds 


the new room will appear with the hunter inside it. Note, you cannot enter a new room 


if a hunter is blocking the doorway. You will have to move the other hunter out of the 
doorway first. 


Exiting Haunted Mansions 


You can exit a mansion through the front door or upstairs windows. To exit, 


attempt to move the hunter over the door or window and answer yes to the prompt 
"Want to leave?" 


Evil Presence 


If there is an evil presence, then movement is handled differently. As soon as an 
evil creature appears, the hunter in the topmost box automatically starts to blink. After 
the first hunter uses his full movement allowance, his turn is over and the next hunter 
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starts to blink. After all the hunters have moved, any evil creatures present get to move 
and attack. 

Jonathan and Quincey have five moves each while the other hunters have four 
moves. Note, it is possible to skip over hunters by pressing the NEXT command or by 
pointing at a hunter or his box and clicking. However, skipping over hunters forfeits that 
hunter's move. He cannot move again until after the evil presence has had a chance to 
move and attack. 

The LAST command disappears during an evil presence. 

During an evil presence, the hunters must move quickly or risk losing a move. At 
the Beginner Skill Level, the hunters have twenty seconds per move. At the Advanced 


Skill Level, the hunters have ten seconds per move. Failing to move before time expires 
causes the hunter to forfeit a move. 


Pointing To: 


You can "look" around a room by slowly moving the mouse cursor around it and 
reading the "Pointing to:" display box. 


Messages 


Depending on the circumstances, various messages may appear at the bottom of 
the screen. The message may simply provide information or may require a yes or no 
response. 

There is almost always a time limit placed on the message. After time runs out, 
the message automatically closes and play resumes. Failure to respond yes or no before 


the time limit runs out results in an automatic no. 


Time and Date 


For your convenience, the time and date are displayed in the bottom right corner 
ot the screen. 


ENDING THE GAME 


To quit a game in progress, click the Utility Command, then click the Give Up 
Search or Quit To Windows command. Otherwise, the game will continue until Dracula 
is destroyed or disappears, or when all of the vampire hunters are dead. 


AUTHOR'S NOTE 
Dear Customer, 

Thank you for your support. After years of often frustrating and difficult work, your support 
gives me the inspiration to move ahead with new projects. 

The first version of DRACULA In London was released in 1988 and was hamstnung by the 
technology of the day: 640K memory, CGA graphics, PC speaker, and no standardized user interface. 
Since then, computers have gotten faster, added memory, updated to VGA graphics and added sound 
cards. Also, MicroSoft(tm) developed the Windows(tm) graphical user interface (GUI). These 
improvements allow for more realistic and easy to use programs. 

Bram Stoker's DRACULA is a classic, gothic horror novel. I realized early on that there was 
little I could add to the story. So I decided to be as faithful as possible to his masterpiece and reserve my 
creative freedom for pending sequels. I knew I would have a great game by just translating Stoker's 
novel into an inter-active computer format. I took Stoker's novel, cut it in half, and pared the first half 
down into a short reading. The last half of the book is the game itself. 
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Being true to Stoker's novel meant more than just keeping the story line intact. It meant being 
true to the basic elements of a gothic novel. Gothic novels require good and evil characters with an 
unmistakably sharp contrast. Many contemporary American portrayals of Dracula show him as a 
misguided romantic, more along the lines of Beauty and the Beast than the prince of darkness. 
DRACULA is not a misguided romantic in Stoker's novel or this game. The Count is pure evil with no 
redeeming qualities. As in the book, you don't actually see the Count very much but you know he is 
committing evil deeds somewhere nearby. 

Another important feature of a gothic novel is its neutral character. Typically, the neutral 
character is somewhat mad and helps both good and evil at various points in the story. The character is 
not evil, but his madness allows him to be manipulated into doing evil's bidding. Fortunately, he also 
helps the forces of good at some critical point. Neutral characters are important because they evoke 
feelings not found in good or evil, such as pity, disdain and laughter. 

When I first conceived DRACULA In London, I wanted a game that could be played by either 
a group or by an individual. I prefer the interaction of group play and recommend two to four players, 
especially the first time through. There is too much data for an inexperienced player to properly 
consider. Also, having the chance to be the goat or hero in front of your friends always adds a level 
excitement. 

Experienced players will find solo play very challenging since they control their own destiny. 


Groups of five or six tend to be unruly and someone inevitably gets left out of the decision making 
process. 


I wanted DRACULA In London to be a short game that could be resolved within one hour of 
playing time. I think many game designers are missing the boat with games that take weeks or months 
to conclude. I also wanted a game that could be played over and over again without repeating itself. For 
example, I would never have the same monster in the same place at the same time in every game. That 


is too predictable and boring. In summary, many games are designed with long and skinny decision 
trees while I prefer a short and fat one. 

I purposely omitted a save game feature because a short game doesn't need it. If you mess this 
game up and most of the hunters get killed, that's too bad. At least you haven't invested a month of your 
life in it. 

A good game always includes mutually exclusive tradeoffs. That is, if you do one thing you 
cannot do the other. For example, in chess, if you move the knight, you cannot move the bishop. 
DRACULA In London has tradeoffs at several levels. If the hunters select Trace the Count's Cargo, 
they cannot Rest. If the hunters select the wolfsbane, they must leave something else behind. 

DRACULA In London is designed as an unstructured problem. I first learned about 
unstructured problems while in graduate school. They called them case studies. It took me a long time 
to get the hang of case studies. They were always missing critical pieces of information while providing 
lots of irrelevant information. All my previous schooling taught me by using the "textbook method." 
That is, you would read a chapter and answer the questions at the end of the chapter. The answer to the 
first question was on page one of the chapter and the answer to question two was on the second page, 
and so on. The textbook method does not teach you creative thinking. Case studies force you weed out 
irrelevant data and to make assumptions about the missing data. To make DRACULA In London an 
unstructured problem, it was important that each game be different. Some clues that were irrelevant in 
the last game may be critical this time around and visa-versa. 

Once again, I hope you enjoy the game and thanks for your support. 


Sincerely, 


pfesen DOr 


Steven D. Jones 
President 





Trouble Shooting 


DRACULA In London requires an enormous amount of memory. You should 


always reboot your machine just before playing. This will speed up game execution and 
help prevent Out of Memory errors. 


If you are still encountering Out of Memory errors, try changing your 
AUTOEXEC BAT and CONFIG.SYS files to the following: 


AUTOEXEC.BAT 

(ECHO OFF 

PROMPT $P$G 

PATH C:\WINDOWS,;C:\DOS 
C:\SSMARTDRYV.EXE 2048 512 
SET TEMP=D:\WINDOWS\TEMP 
C:\MOUSE.COM /Y 
C:\DOS\SHARE.EXE 

WIN : 


CONFIG.SYS 
DEVICE=C:\DOS\SETVER.EXE 
DEVICE=C:\HIMEM.SYS 

DOS = HIGH 

STACKS=9,256 

FILES=30 

BUFFERS =20 


If you are close to running out of memory, you may experience "gray rooms". 
That is, the haunted house rooms look all gray instead of like actual rooms. To free up 
even more memory, try one or more of the following. 


1) Disconnect your screen saver as described on page 11. 

2) Look at the options you have selected for your other WindowS(m programs. 
For example, WordPerfectim for Windows has an option that automatically loads extra 
fonts whenever Windowsim is started. These extra fonts use enough memory to cause an 
Out of Memory error. 

3) Check the video driver setting for your video card. It should be on the 
standard VGA setting (640 X 480, 256 colors). If your driver is set for more than 256 
colors, you will more than likely experience Out of Memory errors. 


DRACULA In London was tested on the following machines: 
Gateway 2000, 486SX, 25 mhz, 4 Meg RAM 
Gateway 2000, 486DX2, 50 mhz, 8 Meg RAM 
Compaq Prolinea SX, 25 mhz, 4 Meg RAM 
Compaq Prolinea 4/33, 8 Meg RAM 
Dell 486m 33 mhz, 4 Meg RAM 

In all cases, DOS 5.0 was used. 


NOTES: 
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HUNTER CARD 


ra JONATHAN HARKER 


Jonathan is a young solicitor who was sent to 
Transalvania to complete a real estate transaction 
for Count Dracula. He is described as being 
"uncommonly clever ...and full of 
energy’, and "a man of great nerve." 


Jonathan can Follow Up on Clue(s) that his 
wife, Mina, turns up while reading the 
collated letters, diaries and newspaper clippings 
during Trace the Count's Cargo. 


While in London, he stays with Mina at Dr. 
Seward's asylum. 


Jonathan may carry two provisions. 
Jonathan scores 40 points if Mina survives, 
20 points if Count Dracula 1s destroyed and 


10 points for each of the other four hunters 
that survive. 
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HUNTER CARD 


Arthur Holmwood 


Arthur 1s the only son of Lord Godalming and 
is engaged to marry Lucy. He ts close friends 
with Quincey Morris and Dr. Seward. 


Arthur's wealth allows him to Get Equipment, 
Animals in order to equip the party for the 
hunt. Arthur or Quincey may /nvestigate 
Newspaper Report to find clues that help 

defeat the Count. Arthur's high social position 

allows him one attempt to Send For a Locksmith 
to gain entry into a mansion without attracting 
unwanted questions. 


Arthur's home is at The Ring. 
Arthur may carry two provisions. 
Arthur scores 25 points if Count Dracula 1s 


destroyed and 15 points for each of the other 
five hunters that survive. 





HUNTER CARD 


Ouincey Morris 


Quincey is a wealthy, young Texan who 1s in 
London visiting his close friends, Arthur and 
Dr. Seward. He often speaks slang to amuse 
Lucy and 1s one of her unsuccessful suitors. 
Quincey is described as being "well educated 

with exquisite manners." 


His wealth allows him to Get Equipment, 
Animals in order to equip the party for the 
hunt. Quincey or Arthur may /nvestigate 


Newspaper Report to find clues that help 
defeat the Count. Quincey carries a bowie 
knife and his many previous adventures have 
trained him how to use it. 


While in London, he stays with Arthur at The 
Ring. 


Quincey may carry two provisions. 
Quincey scores 25 points 1f Count Dracula is 


destroyed and 15 points for each of the other 
five hunters that survive. 





















HUNTER CARD 


Professor Van Helsing 


Van Helsing 1s an elderly man from 
Amsterdam, a philosopher and metaphysician, and 
one of the most advanced scientists of his day. He 
speaks with a heavy Dutch accent (e.g. “Mein 
Gott"). Van Helsing 1s described as having "an 
iron nerve, an indomitable resolution” and "the 
kindliest heart that beats." 





Van Helsing may Acquire Sacred Weapons to 
fight the Count by conducting research at the 
Museum. 


While in London, he stays alone at the Hotel. 
Van Helsing may carry two provisions. 


Van Helsing scores 50 points if Count Dracula 
is destroyed and 10 points for each of the 
other five hunters that survive. Van Helsing 
loses 25 points 1f Mina ends the game as a 
vampire. 











HUNTER CARD 


MINA HARKER 


Maina 1s the young wife of Jonathan, and works 
as an assistant schoolmistress. She ts a life long 
friend of Lucy and has spent many summer vacations 
with her in Whitby, on the northeast coast of England. 

















Mina 1s adept at shorthand and typing and can Read 
the Collated Letters, Diaries, etc. in order to tum up 
clues and Trace the Count's Cargo. Jonathan follows 
up on any clues she finds. 


While in London, she stays with Jonathan at Dr. 
Seward's asylum. 


Mina may carry one provision. 


Mina may unwittingly become Dracula's next victim. 
To help conceal this, Mina's health remains unknown 
(marked with a "?") until the hunters are confronted 
with evidence indicating that she has become a 
victim. Only then may the hunters Protect Mina. 


Mina scores 40 points if Jonathan survives, 20 points 
if Count Dracula is destroyed and 10 points for each 


of the other four hunters that survive. 
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HUNTER CARD 


Dr. Seward 


Dr. Seward is a young man with an entire 
lunatic asylum under his care. He 1s described as 
being “handsome, well off, ...really clever" and 
"resolute yet most calm." He is one of Lucy's 
unsuccessful suitors. 


Dr. Seward can Visit Renfield, his most 
interesting patient, in order to better 
understand and treat the madman. Dr. 
Seward's surgical skills allow him one 
attempt at each mansion to Pick the Lock it he 
has the skeleton key. 


His home is at the asylum. 
Dr. Seward may carry two provisions. 


Dr. Seward scores 20 points if Dracula is 
destroyed, 20 points if Renfield survives and 
10 more points if he can successfully treat 
the madman. Also, Dr. Seward gets 10 points 
for each of the other five hunters that 
SUIVIVE. 
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Equipment, Animals 


Large knife 

A large knife can destroy the Count or kill 
wolves. Unlike the other provisions, there 
are plenty of knives to go around. 


Lantern 
A lantern is needed to move through 
darkened rooms. 


Medical Bag 

A medical bag can reduce injuries from 
attacks and accidents. (It will not cause a 
hunter to heal faster.) Only Van Helsing 
or Dr. Seward can select and use the 
medical bag. 


Skeleton Key 

A skeleton key allows Dr. Seward an 
attempt to pick a lock. Only Dr. Seward 
can choose the skeleton key. 


Turpentine 
Turpentine is deadly to spiders. 


Rat Terriers 

Rat terriers allow the hunters to easily kill 
rats in infested rooms. Only Arthur can 
choose the rat terriers. 


Horses 
Horses allow the hunters to ride to a 
second location during a three hour 
period. Only Arthur or Quincey can 
choose the horses. 


PROVISIONS 


Sacred Weapons 







Crucifix 

Dracula may cower at sight of the 
crucifix. It can also burn him and repel 
his attacks. Van Helsing has the only 
crucifix. 


Sacred Wafer 

A sacred wafer is needed to sterilize 
Dracula's boxes of unholy earth. Place 
the wafer in the end of the box. It also 
repels vampires. 


Wooden Stake 

A wooden stake is needed to destroy 
female vampires. (It cannot hurt the 
Count because he's such a light sleeper.) 


Garlic 
Garlic repels vampires. 


Wolfsbane 
Wolfsbane repels wolves. 


Holy Water 
Holy water can burn Count Dracula. 


Belladonna 

Belladonna protects all the hunters from 
getting rabies from rats, bats and 
wolves. It is also effective at 
neutralizing many types of spider 
poison. 








